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THE FUTURE OF VIDEO GAMES 

SUNNYVALE, CALIF. — "Stella" has more meaning to the 
engineers at Atari than the famous Marlon Brando movie 
"Streetcar Named Desire" — it is the in-house, super¬ 
secret code Atari gave their now widely popular Video 
Computer System. 

"It's probably the most advanced and versatile pro¬ 
grammable unit on the market today, available with more 
than 250 different games and variations on our existing 
15 cartridges. We will be offering five additional games 
this fall," commented Al Alcorn, research vice president. 

These state-of-the-art, integrated circuits have 
led to the development of a keyboard, also available in 
June, which allows a person to program numerals and letters 
of the alphabet. 

"This keyboard expands game diversification for our 
new Hangman and Codebreaker cartridges allowing the player 
to input the computer," Alcorn said. 
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But that's only the beginning. Atari's Research and 
Development personnel are well into the conceptualization 
of even more unusual and exciting games for 1980 and 
beyond. 

"We try to create an atmosphere where the engineers 
can be creative, responding to each other's ideas while 
functioning in a corporate environment. Most of these 
people are still in their 20's, some just out of the top 
universities in the country," Alcorn said. 

The microprocessor, which is Stella, allows Atari 
to stay ahead in the increasingly competitive technological 
warfare going on among the leading producers of video games. 

The agenda for 1978 calls for,more complex games 
involving keen reflexes and ingenuity as well as games 
of a more educational nature. 

Atari plans to introduce a number of unusual cart¬ 
ridges this year, aided by what they learned while putting 
together the software and programming for the Video Com¬ 
puter System. 

"We brought in the software people to program the 
microprocessor chip at the beginning with the game's de¬ 
velopment team", Alcorn said. 
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Therefore, Atari engineers have managed to reduce 
the turn-around time from conception to a finished program 
to just a few months. It used to take anywhere from six 
months to a year. 

The creative edge Atari enjoys includes a facility- 
in a Sierra mountains hideaway where ten or so company 
engineers spend their days conjuring up the most unique 
games possible — away from the daily anxieties of running 
a company. 

"With many major corporations involved in the pro¬ 
duction of video games, we must now blend the purest ele¬ 
ments of research with the toughest business policies. 

Fun is serious business for us. There is no other choice," 
Alcorn said. 
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